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INSTRUCTION BOOKLET 


PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRECAUTIONS 
BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO® 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWWARNING - Seizures 


¢ Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
watching TV or playing video games, even if they have never had a seizure before. 


¢ Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult 
a doctor before playing a video game. 


¢ Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 
have any of the following symptoms: 
Convulsions Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 


To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AA\WARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions to 
avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 


Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 
Take a 10 to 15 minute break every hour, even if you don't think you need it. 

If your hands, wrists or arms or eyes become tired or sore while playing, stop and 

rest them for several hours before playing again. 

If you continue to have sore hands, wrists or arms or eyes during or after play, stop 

playing and see a doctor. 


AWARNING - Battery Leakage 


Leakage of battery acid can cause personal injury as well as damage to your Game Boy. If battery leakage occurs, 
thoroughly wash the affected skin and clothes. Keep battery acid away from your eyes and mouth. Leaking batteries may 
make popping sounds. 

To avoid battery leakage: 


Do not mix used and new batteries (replace all batteries at the same time). 

Do not mix alkaline and carbon zinc batteries. 

Do not mix different brands of batteries. 

Do not use nickel cadmium batteries. 

Do not leave used batteries in the Game Boy. When the batteries are losing their charge, the power light may 
become dim, the game sounds may become weak, or the display screen may be blank. When this happens, 
promptly replace all used batteries with new batteries. 

Do not leave batteries in the Game Boy or accessory for long periods of non-use. 

Do not leave the power switch on after the batteries have lost their charge. When you finish using the 

Game Boy, always slide the power switch OFF. 

Do not recharge the batteries. 

Do not put the batteries in backwards. Make sure that the positive (+) and negative (-) ends are facing in the 
correct directions. Insert the negative end first. When removing batteries, remove the positive end first. 

Do not dispose of batteries in a fire. 
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WELCOME TO DUEL MASTERS’: 
SEMPAI LEGENDS" 


Recover a super-powerful card stolen by a mysterious stranger! Build the ultimate 
fighting deck to summon powerful creatures, cast unbeatable spells and unleash dev- 
astating attacks. Enter tournaments, win cards and build your reputation. Practice in 
the unlockable Duel Room with all 180 cards from the DUEL MASTERS” base set and 
the Evo-Crushinators of Doom expansion set! Play head-to-head and trade cards with 
your friends. Never give up, trust yourself and if you play hard, you can’t lose! 


GETTING STARTED 


1. Turn OFF the POWER switch on your Nintendo’ Game Boy’ Advance system. Never 
insert or remove a Game Pak when the power is ON. 


2. Insert the DUEL MASTERS": Sempai Legends” Game Pak into the slot on the Game 
Boy Advance. Press firmly to lock the Game Pak in place. 

3. Turn ON the power switch. The main Start-up Screen will appear (if not, begin again at step 1). 

4. Press START to proceed to the Main Menu. 

5. Use the +Control Pad to highlight New Game, Continue, Credits or Duel Room and 
press the A Button to confirm. Select New Game to begin a new game. Select Continue 


to continue a saved game. Select Credits to view the game credits. Note: You must unlock 
Duel Room before you can select this option (see “Duel Room” on page 23). 


GAME CONTROLS 


Select Start 


MENU NAVIGATION 


CONTROL ACTION 
+Control Pad Highlight menu selections 
A Button 


B Button Return to previous menu 


CHARACTER CONTROLS 


4 
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ACTION 

Walk 

Run 

Talk / Advance Text 

Display Pause Menu 
DUEL CONTROLS 


CONTROL ACTION 
+Control Pad Highlight Card / Creature 
A Button Put Card in Mana Pool / Select Spell or 
Creature from Hand / Tap Mana / Select 
Creature or Target in battle zone 
B Button Cancel 


L Button View battle zone 
R Button Cast Spell / Summon Creature / Skip or 


End Phase 
SELECT View Card or Creature Details 
START Surrender / Options Menu 
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You can save one game on your DUEL MASTERS”: Sempai Legends” Game Pak. Start a 
new game by selecting New Game from the Main Menu and then selecting one of the 
five civilizations as your starter deck. 


To save your progress, press START while in Character Mode, select Save from the Pause 
Menu and press the A Button. 


To load your current game, select Continue from the Main Menu. 


PAUSE MENU 


To display the Pause Menu, press START while in 

Character Mode. Press the +Control Pad Aor W to high- 4 
light an option, press the A Button to select that option. 
Press the B Button or START, or select Exit to return to 


the game. The Pause Menu contains the following options: % 


Map & Objective 


Display a map that shows your current location and objectives. 


Deck Management 
View your card collection and customize your deck (see “Deck Management” on page 19). 


Tutorial 
View a tutorial that explains the basic DUEL MASTERS” rules. 


Link 
Link with another Game Boy Advance for head-to-head dueling against a friend (see 
“Multiplayer” on page 22 for more information). 


Advanced Rules 
Read about some advanced DUEL MASTERS" rules. 


Stats 
View your current reputation, experience points, card count, time played, and win/loss record. 


Options 
Change game options (see “Options” below). 


Save 
Save your current progress (see “Saving and Loading” on page 6). 


Resume the Game 
Close the Pause Menu and return to the game. You can also press the B Button or 
START to return to the game. 


Quit to Main Menu 
Quit to the Main Menu without saving your progress. 


OPTIONS 


Press START while dueling or select Options from the Pause Menu to change your game 
options. Press the +Control Pad to highlight and change options. Press the B Button to 
exit Options. 


Text Speed 


Determines the speed at which text scrolls. 


Al Speed 
Determines the speed at which computer opponents play. (This has no effect on how 
well Al opponents play.) 


Sound FH 


Adjust the volume of battle sound effects. 


Music 
Adjust the volume of in-game music. 


Battle Screen 


Select Active to play creature battle animations. Select Inactive to skip battle 
animations. 


Graphic Preset 
Select one of three brightness-enhancing options: Off, GBA or GBA SP. 


THE CIVILIZATIONS 


Fire 

WB Fire creatures are fast, relentless attackers that can quickly over- 
9 whelm an unprepared opponent. Fire also has spells that deal damage 
directly to creatures. There are no blockers in this civilization, so 
initiative is key. Fire and Nature make a powerful deck. 


Darkness 


create a terrifying army once in the battle zone. Darkness can 

Uh destroy the most powerful creatures with a single spell or “slayer” 
»4® creature, and has the annoying ability to make an opponent 
discard. The Darkness civilization has its share of blockers, although 
they are a bit more expensive than those from Water and Light. 
Darkness is good on its own, or combined with a fast civilization like Fire 

or Nature. 


Darkness creatures can be more expensive to summon, but they 


Nature 


Nature creatures are very powerful, but also can be expensive to cast. 
For this reason, Nature has many spells that can quickly increase the 
size of your mana pool. Nature provides needed speed to both Fire 
and Darkness decks. 


Light 


mw y Light creatures are slow but powerful, and its spells are designed 
\. » to manipulate the battle zone to Light’s favor. The Light civilization 
) contains an array of powerful blockers and simple, trustworthy 
attackers. Light cards are great for any deck that might need a few 
turns to show its strength. 


Water 


Water creatures are sly — many cannot be blocked — and Water 
spells, such as Teleportation, can quickly change the shape of the bat- 
tle zone. The Water civilization contains many blockers, and so pro- 

| vides a good complement to any deck strategy. 


THE CARDS 
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Keyword Definitions 


Name 
Race 
Text Box 


Rarity Symbol 


Some cards contain “keywords,” which describe special abilities. See “Glossary” on page 24. 


HOW TO DUEL 
Object of the Game 


Use mana to cast spells and summon creatures into your battle zone. Attack your 
opponent with your creatures — if a creature isn’t blocked, it breaks a shield. Break all 
of your opponent’s shields and then attack him one more time to win the duel! 


Duel Screens 
Drawing cards, putting cards into your mana pool and playing cards from your hand all 
take place at the Summoning screen. Creature battles take place in the battle zone. 


Opponent Deck 
Opponent Shields 
Opponent Hand 
Opponent Mana 
Pool 


Your Deck 
Your Shields 
Your Hand 
Your Mana Pool Mana Pool 


Card Details 
Hand / Mana 
Card Name 


CHOOSE A CARD TO SUMMON OR CAST 


Setup 

There are a few things that happen before you start a DUEL MASTERS” duel. In DUEL 
MASTERS": Sempai Legends”, most of the details are taken care of by the game. 

1. Flip a coin. If it lands in your favor, you choose whether to play first. 

2. Shuffle your deck.* 

3. Place top five cards from your deck face down in front of you.* These are your shields. 
4. Draw 5 cards from the top of your deck.* 

*The game automatically does this step for you. 


Turn Order Summary 

1. Start your turn. 

2. Draw a card. 

3. Put one card into your mana zone (optional). 

4. Summon creatures and cast spells (optional). 

5. Attack (optional). 

6. End your turn. 

Start your turn 

The first thing the game does is untap any tapped creatures and mana cards. This makes 
those cards available to use on the turn. (See “Glossary” on page 24 for information 
about tapping and untapping.) 


Draw a card 
The game will automatically draw a card from the top of the deck and put it into your 
hand. If you run out of cards in your deck, you lose. 


Important! The person who plays first skips drawing a card on his or her first turn. 


Put one card into your mana zone 
Cards in your mana zone generate mana for you when you tap them. Mana is like money that 
you use to pay for creatures and spells. Each mana card generates one point of mana per turn. 


You can add only one card (of any type) into your mana zone from your hand each turn, 
unless a spell or effect allows you to add more. 


To put a card into your mana zone, select it using the +Control Pad and press the 
A Button. The game will automatically move to the next step. 


You don’t have to put a card into your mana zone if you don’t want to (but it’s a good 
idea for the first several turns). To skip this step, press the R Button. 


Summon creatures and cast spells 
You can summon any number of creatures and cast any number of spells during this step, 
as long as you have enough mana to pay for them. You can do these things in any order. 


To cast a spell or summon a creature, select the card in your hand using the +Control Pad 
and press the A Button. The cost for a spell is displayed in the center of the card in 
your hand, and in the upper-left corner of a detailed card view. To skip this step and go 
straight to battle, press the R Button. 


Once you select a card, the game will switch to your mana zone. Use the +Control Pad 
to select the mana card you want to tap and press the A Button to tap it. Press the 

B Button to cancel casting or summoning and return to your hand. At least one of the 
mana cards you tap must be the same civilization as the spell or creature. If you can’t 

pay the cost, you can’t play the card. 


You can cast a spell only if you can do everything it says. After you pay for a spell, the game 
will prompt you to take action, such as selecting a creature, drawing a card, etc. The spell is 
then put into your graveyard. After you pay for a creature, it is put into the battle zone. 


Important! Most creatures can't attack on the turn that you summon them because 
they have summoning sickness. (Evolution creatures do not get summoning sickness. See 
“Glossary” on page 24 for more information.) They will be able to attack on your next 
turn. Creatures with summoning sickness can still block, providing they have that ability. 


Attack 

You can attack with as many of your creatures as you 
want each turn, providing they don’t have attack limi- 
tations (for example, if the card says, “This creature 
can’t attack players” and your opponent has no tapped 
creatures in the battle zone). You can’t attack with crea- 
tures that have summoning sickness. 


Select a creature using the +Control Pad and press the 
A Button to make it attack. Then, use the +Control Pad 


to select one of your opponent's tapped creatures or your opponent (either a shield or 
the opponent directly, if no shields remain). Press the A Button to make your creature 
attack. Press the B Button to cancel the attack. 


Attacking your opponent 

When one of your creatures attacks your opponent and it isn’t blocked, it “breaks” the 
shield you chose. That shield goes into your opponent's hand. If the shield he puts in 
his hand has the Shield Trigger ability, your opponent has the option of immediately 
casting the spell on that card (see “Glossary” on page 24). 


When your opponent has no shields left, you can select your opponent directly. If your 
creature is not blocked, you win the game. 


Some creatures can break more than one shield when they hit your opponent (see 
“Glossary” on page 24). Important! If your opponent has fewer shields than your 
attacking creature can break, your creature doesn’t knock out your opponent, just 
however many shields are left. 


Attacking a tapped creature 
When one of your creatures attacks one of your opponent's tapped creatures in the 
battle zone and it isn’t blocked, then the creatures battle. 


Each creature has a power number displayed beneath it in the battle zone. (You can 
also find a creature’s power in the lower-left corner of the detailed card view.) 


The creature with the higher power wins the battle. The losing creature goes into his 
or her owner's graveyard (unless the card says otherwise). If the creatures have the 


same power number, then both creatures go to their owners’ graveyards. Some creatures 
have “+” after their power. This means that the creature is a “power attacker” and its 
power increases when it attacks (see “Glossary” on page 24). Make sure to read what 
each card says! 


The power of the attacking creature is shown in the upper-left corner of the screen. 
That creature's target is outlined with a crosshair. If the defending player has any blockers 
in the battle zone, the game will pause to allow that player to choose a blocker. 


Blocking 

Only creatures with the “blocker” ability can get in the way of an attacking creature. 
When a creature blocks, it is tapped, and cannot block again until it becomes 
untapped. Summoning sickness doesn’t stop a creature from being able to block. 


When a creature blocks, it battles the attacking creature. The attacking creature can’t 
attack what it was going to attack (a player or another creature), because it must now 
battle the blocker. 


Ending Your Turn 
After all of your attacks are resolved, your turn ends. To skip the battle phase, or stop 
attacking, press the R Button. 


DECK MANAGEMENT 


You begin your DUEL MASTERS”: Sempai Legends” career with a 40-card deck com- 
posed of two civilizations — the civilization you chose at the beginning of the game 
and one other color. The deck will contain mostly common and uncommon cards, 
along with a few rares, and maybe a very rare. As you win duels and tournaments, you 
will receive random cards, which you can use to customize your initial deck. (You'll 
need to in order to defeat some of the strong competitors you meet!) 
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To customize your deck and view your card collection, select Deck Management from 
the Pause Menu (see page 7). Your current deck is on the left side of the Card 
Management screen, and your complete card collection is on the right. To switch 


between your deck and your card collection, press the +Control Pad <@ or B. Press 
the +Control Pad A or © to highlight a card. Press SELECT to view details about a 
card. Press the A Button to move the highlighted card from your deck to your trunk, 
or from your trunk to your deck. Press the B Button to return to the Pause Menu. 


Note: You must have exactly 40 cards in your deck in order for it to be a legal dueling 
deck. If you do not have 40 cards in your deck, you will be unable to leave the Deck 
Management screen. 


Deck-Building Strategies 

Building a good, consistent deck takes practice and plenty of testing. Fortunately, DUEL 

MASTERS”: Sempai Legends” has no shortage of eager dueling partners. You will find will- 

ing opponents of all skill levels on city streets, in buidings and in the countryside. 

Begin by practicing with your starter deck against different opponents to try and determine 

which cards work best in duels, and which ones you wish you hadn't drawn. Once you win 

a few cards, try swapping some of them in. Here are some key principles to keep in mind: 

* Put in mostly creatures, since you can’t win without them. 

* You probably want to limit your deck to three colors at most. More than that and it 
can be difficult to draw the right color mana. 

* Include cards with low costs and high costs. If you play with all big creatures, your 
opponent will quickly overrun you with small creatures. If you play with all small 
creatures, your opponent will drop a big creature or two and stop you in your tracks. 

* If you can, use some blockers. They help protect you and your creatures. 


* Sometimes shield triggers can save the day. Experiment with them. 

* After you build a deck, play it a lot. Replace cards that don’t help you. 

* Remember, the best part of trading card games is that you can put any card you 
want into your deck, so start experimenting! 


TRADING 


Most towns contain a Trading Center, where you can 
trade for cards you won't find anywhere else. Talk to 
the person behind the counter and he will offer 
three choices: Trade, Special and Quit. 


Choose Trade if you want to see the cards available 
at this Trading Center. The card on the left is the 
card up for trade. The card(s) on the right are what 
you must swap from your Trunk in order to make 
the trade. 


Press SELECT to view card details. Press the A Button to make the trade. Press the 
B Button to cancel. Most traders have more than one trade they are willing to make. 
Be sure to check several times with each trader in order to see all they have to offer. 


Special trades offer a wider range of cards, but you've got to pay a card and win a duel 
in order to complete a Special trade. Select the card you want to trade for and the 
trader will tell you which cards you need to make the trade. He will then call a friend 


of his who will duel you for the card. If you win the duel, you win both cards. If your 
opponent wins the duel, he wins both cards. 


Note: You cannot trade a card that is currently in your deck. If you want to trade a 
card that’s in your deck, you must move it to your Trunk before talking to the Trader. 


MULTIPLAYER 


Multiplayer games require two Game Boy” Advance systems, one DUEL MASTERS”: 
Sempai Legends” Game Pak per player and a Game Boy” Advance Game Link” cable 
(sold separately). Before linking the Game Link cable, all Game Boy Advance systems 
must be switched OFF. Link the Game Link cable to each of the systems. Insert a DUEL 
MASTERS”: Sempai Legends” Game Pak into each system. Switch the systems ON. 


At the Main Menu, select Continue to load a previously saved game, or select New to 
start a new game. Both players then open the Pause Menu (by pressing START) and 
select the Link option. 


Both players are then teleported to a special lobby stage. Talk to the clerk, who will 
propose two options: Trade and Battle. 


Trade 


Both players are taken to their Trunk list, where they can select up to three cards to 
exchange with the other player. Press the A Button to select the card(s) you want to 
trade. Press the B Button to cancel the trade. Press START to confirm the trade. 


After both players have pressed START to confirm the trade, they are taken to the 


Trade screen, where they view the card(s) they're receiving. Highlight a card and press 
SELECT to view details. Press the A Button to agree to the deal. Press the B Button 
to exit or cancel the trade. 


Battle 

Battle lets you duel against a friend using your current deck. It also lets you optionally 
play for “ante,” where each player selects a card that will go to the winner of the duel. 
Note: You do not have to play for ante. You can simply duel normally. 


When both players select the Battle option, they will be taken to their trunk list where 
they can select one (optional) ante card. Press the A Button to select the ante, and then 
press START to confirm. Once both players have confirmed their ante, they will see what 
is offered by the other player. You can now accept by pressing the A Button or refuse by 
pressing the B Button. Once the battle is over, the winner will keep his ante and receive 
the ante of the other player. The player who loses the battle will lose his ante. 


To exit Link mode, just exit the room. You'll return to the point in the game where you 
were before you entered Link mode. 


Duel Room 


Once you complete your stolen card quest, you will unlock the Duel Room, where you 
can practice dueling against your choice of decks and opponents. You will have access 
to all of the DUEL MASTERS” cards from the base set and the first expansion, as well 

as several powerful pre-built decks. The Duel Room is available at the Main Menu. 


Select Duel Room and then set the duel options. Alternate between opponents by 
pressing SELECT. To choose an opponent, press the +Control Pad Aor W to select 
Name and then press the +Control Pad <or ® to alternate between characters. 


To choose decks, select Deck using the +Control Pad A or W and then press the 
+Control Pad <4or & to alternate between decks. You can manage a selected deck by 
pressing the A Button. Once you're done, if you modified the deck, its name will 
appear as “Custom.” 


Set your opponent's skill level by selecting Player using the +Control Pad A or W and 
then pressing the +Control Pad < or P to choose Weak, Average or Strong. You can 
make the game to play both sides of the duel by selecting Player for both duelists and 
setting a difficulty level for each. If you want to be one of the duelists, be sure and 
choose “You” as one of the players. Once your options are set, press START to duel. 
When the duel ends you will return to the Duel Room. Set up another duel or press the 
B Button to return to the Main Menu. 


Note: The decks you create in the Duel Room are not saved after you leave the room. 


GLOSSARY 
Attack 


Your creatures in the battle zone can attack either your opponent or his or her tapped 
creatures in the battle zone. When a creature attacks another creature, they battle, and the 
creature with the highest power rating wins. The loser goes to its owner's graveyard. If the 


powers are tied, both creatures go to their owners’ graveyards. When a creature attacks 
and isn’t blocked, it breaks an opponent's shields, which goes into his or her hand. If your 
creature successfully attacks your opponent who has no shields left, you win the game! 


Battle Zone 

This is the area of the table between your shields and your opponent's shields. Only 
creatures in the battle zone may attack. To view the battle zone while dueling, press 
the L Button. Select a creature and press SELECT to view details about that creature. 
Press the L Button again to return to the duel. 


Blocker 
A creature labeled “blocker” can stop the attacks of your opponent'’s creatures, as long 
as the blocker is untapped. 


Deck 
DUEL MASTERS” decks must contain exactly 40 cards, and can contain up to a maxi- 
mum 4 copies of any single card. 


Discard 
Discarding a card from your hand means putting it from your hand into your graveyard. 


Double Breaker 
A creature labeled “double breaker” breaks two shields (one at a time) when it attacks an 
opponent and isn’t blocked. If only one shield remains, it breaks only that shield. 


Evolution Creature 

A creature labeled “evolution” can transform a creature already in the battle zone, if 
the two creatures are the same type. Once you summon an evolution creature, it is 
put on top of the creature that it “evolves” from. Evolution creatures don't get sum- 
moning sickness — they can attack on the same turn that you summon them. 


If an evolution creature is moved from the battle zone to anywhere else, then all cards 
in the pile move separately, not just the evolution creature on top. If a spell makes you 
put your evolution creature into your mana zone, for example, you get that many sep- 
arate cards in your mana zone. 


Graveyard 
This is your discard pile. 


Mana 

Mana is a type of magical energy. You use the energy to pay for creatures and spells. 
You get mana by tapping cards in your mana zone. Each card you tap gives you one 
mana of that card’s civilization. To pay for a creature or spell, you must use at least 
one mana that is the same civilization as that creature or spell. 


Mana Zone 
This is the area of the table between you and your shields. You can put only one card 
into your mana zone each turn, unless a spell or effect tells you otherwise, but it’s not 


required. Cards in the mana zone don't have any abilities except being able to tap for 
mana. (Ignore everything they say.) 


Power 
This number — in the lower-left corner of a creature card and below a creature in the 
battle zone — shows how well that creature battles. 


Power Attacker 
A creature labeled “power attacker” gets more powerful when it attacks. For example, a 
creature with power 3000 and “power attacker 2000+” has 5000 power during attacks. 


Shield 

You begin the game by putting five cards (shields) face down in front of you. When a 
creature attacks a player and isn't blocked, that creature breaks a shield. Each time a 
player's shield is broken, the player puts the shield into his or her hand. 


Shield Trigger 

As soon as you put a card labeled “shield trigger” from the shield zone into your hand, 
you may cast it without paying its cost. You can also choose to keep the spell in your 
hand, and cast it normally during a later turn. 


Slayer 
When a slayer creature battles another creature, the other creature is put into its 
Owner's graveyard whether it wins the battle or not. 


Spell 
Spells are cards that do something and then go to your graveyard. You can cast a spell 
only if you can do everything it says. 


Summon 
To summon a creature means to take it from your hand, pay its cost, and then put it 
into the battle zone. 


Summoning Sickness 

Most creatures have summoning sickness on the turn you summon them, and can't attack 
until your next turn. Summoning sickness doesn't stop a creature from blocking. Creatures are 
shown with swirls over their heads to indicate that they have summoning sickness. 


Tap 

When you use mana to summon a creature or cast a spell, you have to “tap” that card 
to show that you've used it during that turn. Creatures that attack or block also tap. 
Cards are grayed out to indicate that they are tapped. 


Untap 
At the beginning of your turn, the game “untaps” all of your tapped cards to show so 
that they are available to use on that turn. 
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TEGHNIGAL SUPPORT (U.S. & Ganada) 
Help Via the Internet 
Up-to-the-minute technical information about Atari products is generally available 
24 hours a day, 7 days a week via the Internet at: 

http://www.atarisupport.com 
Through this site you'll have access to our FAQ (Frequently Asked Questions) documents, 
our Hints/Cheat Codes if they're available, and an E-Mail area where you can get 
help and ask questions if you do not find your answers within the FAQ. 
Note: In the event we must send you a Hint Sheet, FAQ document, patch or update disc via 
E-mail, we may require verifiable consent from a parent or guardian in order to protect chil- 
dren's privacy and safety online. Consent Forms are available at the web site listed above. 
Help Via Telephone in the United States & Canada 
For phone assistance, call Atari Technical Support at (425) 951-7108. Our 
Interactive Voice Response system is generally available 24/7, providing automated 
support solutions immediately. 
This console-based product has automated support, which includes information such 
as gameplay tips, information on Control Keys, possible Cheat Code combination keys, 
and instructions for finding secret screens and/or additional game levels (if these type 
of items exist and are made available for this particular product). 


Great News! We've improved our Automated Systems so that you can get product-specific 
Troubleshooting help more quickly. All you need to do is enter the product's Part # when 


prompted to do so. This will take you directly to all of our known issues and solutions for this 
title. The product's Part # is located in several places (on the CD label, Game Pak, 
package and/or plastic disc case, if applicable) and is usually identified by a number such 
as 04-12345. When prompted by the Automated System, enter the last five digits of 
your product's Part #. (For example, Part # 04-12345 would require that you enter the 
“12345” portion of the number for that product.) Note: Some products simply feature a 
five-digit Part # without an “04-" prefix. 


Live support is generally available Monday through Friday, 8:00 AM until 6:00 PM 
(Pacific Time). Note: We may be closed on major holidays. 


Product Return Procedures in the United States & Canada 


In the event our technicians at (425) 951-7108 determine that you need to forward 
materials directly to us, please include a brief letter explaining what is enclosed and 
why. Make sure you include the Return Merchandise Authorization Number (RMA#) 
supplied to you by the technician, and your telephone number in case we need to call 
you. You will receive the mailing address when the technician gives you the RMA#. Any 
materials not containing this RMA# will be returned to you unprocessed. 


Warranty Policy in the United States & Canada 

If our technicians determine that the product storage medium is found to be defective 
within ninety (90) days of original purchase, (unless otherwise provided by applicable 
law), Atari will replace the item free of charge, to the original purchaser, if the item is 
accompanied by the original dated receipt and packaging. 


END-USER LICENSE AGREEMENT 


IMPORTANT — READ CAREFULLY: Please be sure to carefully read and understand all of the rights and restrictions 
described in this End-User License Agreement (“EULA”). 


AGREEMENT 

This document is an agreement between you and Atari, Inc. and its affiliated companies (“Company”). The enclosed software 
game disc(s), cartridge or Game Pak (“Software”) and any accompanying printed materials are licensed to you only on the con- 
dition that you accept all of the terms contained in this EULA. 


By opening this package and installing or otherwise using the Software you agree to be bound by the terms of this EULA. If 
you do not agree to the terms of this EULA you may not install or use the Software and within 15 days of purchase you must 
call the Tech Support telephone number listed in the manual accompanying the Software (the “Manual”). Select the Automated 
Phone System's Main Menu option for Consumer Services and follow the prompts. 


You will be given a Return Merchandise Authorization number (RMA #) by the technician. You then have 15 days from the date of 
this contact to return the Software in its protective covering, the Manual and the original sales invoice to the address supplied to you. 


If this is a PC product, when you install the Software you will be asked to review and either accept or not accept the terms of 
the EULA by clicking the “I Accept” button. By clicking the “Il Accept” button you acknowledge that you have read the EULA, 
understand it and agree to be bound by its terms and conditions. 


COPYRIGHT 


The Software is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties. 
All title and copyrights in and to the Software (including but not limited to any images, photographs, animations, video, music, text 
and “applets” incorporated into the Software) and any printed materials accompanying the Software are owned by the Company or 
its Licensors. 
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GRANT OF LICENSE 


The Software is licensed and not sold to you and its use is subject to this EULA. The Company grants you a limited, person- 
al, non-exclusive license to use the Software in the manner described in the user documentation. The Company reserves all 
rights not expressly granted to you in this EULA. 


PERMITTED USES 
1. If the Software is configured for loading on a hard drive, you may install and use the Software on a single 
computer. 


2. You may make and maintain one copy of the Software for backup and archival purposes, provided that the 
original and copy of the Software are kept in your possession. 


3. You may permanently transfer all your rights under this EULA, provided you retain no copies, you transfer all 
of the Software (including all component parts, the media and printed materials and any upgrades) and the recipient reads 
and accepts this EULA. 

RESTRICTIONS 

1. You may not delete or obscure any copyright, trademark or other proprietary notice on the Software or accompanying printed mate- 
rials. 

2. You may not decompile, modify, reverse engineer, disassemble or otherwise reproduce the Software. 


3. You may not copy, rent, lease, sublicense, distribute, publicly display the Software, create derivative works based on the 
Software (except to the extent expressly permitted in the Editor and End-User Variation section of this Agreement or other 
documentation accompanying the Software) or otherwise commercially exploit the Software. 


4. You may not electronically transmit the Software from one computer, console or other platform to another or over a network. 
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5. You may not use any backup or archival copy of the Software for any purpose other than to replace the original copy in the 
event it's destroyed or becomes defective. 


EDITOR AND END-USER VARIATIONS 


If the Software includes a feature that allows you to modify the Software or to construct new variations (an “Editor’), you may 
use such Editor to create modifications or enhancements to the Software, including the construction of new levels (collective- 
ly the “Variations”), subject to the following restrictions. Your Variations: (i) must only work with the full, registered copy of 
the Software; (ii) must not contain modifications to any executable file; (iii) must not contain any libelous, defamatory or other 
illegal material, material that is scandalous or invades the rights of privacy or publicity of any third party; (iv) must not contain 
any trademarks, copyright-protected work or other property of third parties; and (v) may not be commercially exploited by you, 
including but not limited to making such Variations available for sale or as part of a pay-per-play or timesharing service. 


TERMINATION 


This EULA is effective until terminated. You may terminate this EULA at any time by destroying the Software. This EULA will termi- 
nate automatically without notice from the Company if you fail to comply with any provisions of this EULA. All provisions of this 
EULA as to warranties, limitation of liability, remedies and damages will survive termination. 


LIMITED WARRANTY AND DISCLAIMER OF WARRANTIES 


You are aware and agree that use of the Software and the media on which is recorded is at your sole risk. The Software and media 
are supplied “AS IS.” Unless otherwise provided by applicable law, the Company warrants to the original purchaser of this product 
that the Software storage medium will be free from defects in materials and workmanship under normal use for ninety (90) days from 
the date of purchase. The warranty is void if the defect has arisen through accident, abuse, neglect or misapplication. If the 
Software fails to conform to this warranty, you may at your sole and exclusive remedy, obtain a replacement free of charge if you 
return the defective Software. Follow the Product Return Procedures described in the Manual. The Company does not warrant 
that the Software or its operations or functions will meet your requirements, or that the use of the Software will be without inter- 
ruption or error. 
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TO THE FULLEST EXTENT PERMISSIBLE UNDER APPLICABLE LAW, EXCEPT FOR THE EXPRESS WARRANTY 
SET FORTH ABOVE, THE COMPANY DISCLAIMS ALL WARRANTIES, EXPRESS OR IMPLIED, INCLUDING AND 
WITHOUT LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICU- 
LAR PURPOSE AND NON-INFRINGEMENT. EXCEPT FOR THE EXPRESS WARRANTY SET FORTH ABOVE, THE 
COMPANY DOES NOT WARRANT, GUARANTEE OR MAKE ANY REPRESENTATION REGARDING THE USE OR 
THE RESULTS OF THE USE OF THE SOFTWARE IN TERMS OF ITS CORRECTNESS, ACCURACY, RELIABILITY, 
CURRENTNESS OR OTHERWISE. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF OR LIMITA- 
TIONS ON IMPLIED WARRANTIES, SO THE ABOVE EXCLUSIONS AND LIMITATIONS MAY NOT APPLY TO YOU. 


LIMITATION OF LIABILITY 


IN NO EVENT WILL THE COMPANY OR ITS EMPLOYEES OR LICENSORS BE LIABLE FOR ANY INCIDENTAL, INDI- 
RECT, SPECIAL, CONSEQUENTIAL OR PUNITIVE DAMAGES, OR ANY DAMAGES WHATSOEVER (INCLUDING, 
WITHOUT LIMITATION, DAMAGES FOR INJURY TO PERSON OR PROPERTY, FOR LOSS OF PROFITS, BUSINESS 
INTERRUPTION, LOSS OF BUSINESS INFORMATION, LOSS OF PRIVACY, FAILURE TO MEET ANY DUTY AND 
NEGLIGENCE) ARISING OUT OF OR IN ANY WAY RELATED TO THE USE OR INABILITY TO USE THE SOFTWARE, 
EVEN IF THE COMPANY OR AN AUTHORIZED REPRESENTATIVE OF THE COMPANY HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. SOME JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE EXCLUSION MAY NOT APPLY TO YOU. 


IN NO EVENT WILL THE LIABILITY OF THE COMPANY FOR DAMAGES WITH RESPECT TO THE SOFTWARE EXCEED THE 
AMOUNTS ACTUALLY PAID BY YOU FOR THE SOFTWARE. 
CHOICE OF LAW AND VENUE 


This EULA is governed by the laws of the United States of America and the State of New York, exclusive of its conflicts of law 
provisions. The exclusive venue for litigation regarding or arising from this EULA is New York County, New York and you agree 
to submit to the Jurisdiction of the courts of New York County, New York for any such litigation. 


36 


eee eee 


MISCELLANEOUS 
If any provision or portion of this EULA is found to be unlawful, void, or for any reason unenforceable, it will be severed from 
and in no way affect the validity or enforceability of the remaining provisions of the EULA. 


This EULA constitutes the entire agreement between you and the Company regarding the Software and its use. 


© 2004 Atari Interactive, Inc. All rights reserved. All trademarks are the property of their respective owners. 


Duel Masters, Sempai Legends, and their logos are ™ and © 2004 Wizards of the Coast/Shogakukan/Mitsui-Kids. Wizards of 
the Coast and the Wizards of the Coast logo are trademarks of Wizards of the Coast. All rights reserved. Used under license. 
© 2004 Hasbro. All rights reserved. Hasbro and its logo are trademarks of Hasbro and are used with permission. 
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REGISTER ONLINE TODAY! 

It’s as simple as 1, 2, 3! 

1. Go to www.gameregister.com 

2. Enter your game’s info 

3. Select a great offer 

Receive exclusive game-related info or other special 
offers by registering online today! 

That’s it. 

Atari will not contact you without your express permission 
and does not sell or share registration information. For 
more information about our privacy policy, go to 
http://www.us.atari.com/privacy_policy.asp 


www.duelmasters.com/atari 
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